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‘TARKIR, A WORLD OF DRAGONS 


SY arkir is a world ruled by dragons. Over 1000 
years ago, humanoid warrior tribes were 
defeated by the dragons, and their leaders 
defeated in a last stand known as the 
Khanfall. In the centuries since, those 
ancient dragons who oversaw their own rise 
to power still rule over this world of warring 

draconic broods. 

Five dragon broods preside over Tarkir: The Dromoka 
brood, known for their resilience, the Ojutai brood, known 
for cunning, the Silumgar brood, known for ruthlessness, 
the Kolaghan brood, known for speed, and the Atarka 
brood, known for savagery. 
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DRACONIC BROOD: DROMOKA 


SY arkir's deserts are home to the Dromoka 
clan. Humanoids trade between fortified 
Cities over great tracts of windswept desert, 
watched over by dragons who breath beams 
of burning light. Humanoids and dragons 
band together in a tight allegiance of desert 
survivors and armored dragons. 


DROMOKA BROOD DRAGON 

Dragons in Dromoka's brood are the hardiest among 
dragon kind, heavily armoured by thick scales that deflect 
all but the best-placed strikes. Their bulky shape makes 
these dragons notably slow in flight, but their resilience 
protects them from most threats that other dragons could 
present. 

The breath weapon of the Dromoka brood consists of 
white hot light. Unlike fire breath, the heat is so directed 
and intense that those that it falls upon are often instantly 
vaporized. 


DROMOKA, THE ETERNAL 

The leader of the clan in her name, Dromoka arose as the 
first leader of the brood during the time of the Khanfall. 
Charismatic and indefatigable, her hatred for necromancy 
drove her clan to war against the humanoid Abzan clan, 
seeking to destroy their tradition of ancestor worship, 
ultimately successful. The kin-trees where the Abzan 
scattered the ashes of their dead were shattered, and their 
culture subsumed by the Dromoka clan. She utilized 
protection magic on her brood, making them far more 
difficult for the Abzan to down when she led her brood into 
battle. 


DRAGONLORD DROMOKA 

Over one thousand years after the Khanfall, Dromoka 
maintains the leadership of her clan through a focus on 
protecting one another. The centuries have toughened her, 
and the external enemies of the other clans have led her to 
use her magic to resist the offensive magic her foes wield, 
and to bolster her allies, both humanoid and draconic. 


DROMOKA BROOD DRAGON 
Huge dragon, lawful evil 


Armor Class 20 (natural armor) 
Hit Points 225 (18d12 + 108) 
Speed 40 ft., fly 60 ft. 





STR DEX CON INT’ WIS CHA 
25 (+7) 10 (+0) 23 (+6) 16 (+3) 15 (+2) 19 (+4) 


Saving Throws Dex +5, Con +11, Wis +7, Cha +9 

Skills Perception +12 

Damage Resistances radiant 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 22 

Languages Common, Draconic 

Challenge 16 (15,000 XP) 

ee 

Legendary Resistance (3/Day). If the dragon fails a 

saving throw, it can choose to succeed instead. 


Actions 


Multiattack. The dragon can use its Frightful 
Presence. It then makes three attacks: one with its 
bite and two with its claws. 


Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., 
one target. Hit: 18 (2d10 + 7) piercing damage plus 
5 (1d10) radiant damage. 


Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., 
one target. Hit: 14 (2d6 + 7) slashing damage. 
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Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., 
one target. Hit: 16 (2d8+7) bludgeoning damage. 


Frightful Presence. Each creature of the dragon's 
choice that is within 120 feet of the dragon and 
aware of it must succeed on a DC 17 Wisdom saving 
throw or become frightened for 1 minute. A creature 
can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to the dragon's 
Frightful Presence for the next 24 hours. 


Radiant Breath (Recharge 5-6). The dragon exhales a 
beam of searing light in a 80-foot long, 10-foot-wide 
line. Each creature in that area must make a DC 19 
Dexterity saving throw, taking 66 (12d10) radiant 
damage on a failed save, or half as much damage on 
a successful one. 


Legendary Actions 


The dragon can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
can be used at a time and only at the end of another 
creature's turn. The dragon regains spent legendary 
actions at the start of her turn. 


Detect. The dragon makes a Wisdom (Perception) 
check. 


Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its 
wings. Each creature within 10 feet of the dragon 
must succeed on a DC 20 Dexterity saving throw or 
take 14 (2d6 + 7) bludgeoning damage and be 
knocked prone. The dragon can then fly up to half its 
flying speed. 








DROMOKA, THE ETERNAL 
Huge dragon, lawful evil 


Armor Class 22 (natural armor) (24 due to Dragons' 
Resilience ability) 

Hit Points 372 (24d12 + 216) 

Speed 40 ft., fly 60 ft. 





STR DEX CON INT WIS CHA 
25 (+7) 10 (+0) 29 (+9) 16 (+3) 18 (+4) 21 (+5) 
ee 
Saving Throws Dex +6, Con +15, Wis +10, Cha+11 
Skills Perception +16 
Damage Resistances radiant 
Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 26 
Languages Common, Draconic 
Challenge 20 (25,000 XP) 
LSS 
Dragons' Resilience. All dragons within 100 feet of 
Dromoka raise their armour class by 2. 


Legendary Resistance (3/Day). If Dromoka fails a 
saving throw, she can choose to succeed instead. 


Actions 


Multiattack. Dromoka can use her frightful presence. 


She then makes one attack with her bite, and two 
with her claws. 


Bite. Melee Weapon Attack: +13 to hit, reach 10 ft., 
one target. Hit: 18 (2d10+7) piercing damage plus 
11 (3d6) radiant damage. 


Claw. Melee Weapon Attack: +13 to hit, reach 5 ft., 
one target. Hit: 14 (2d6+7) slashing damage. 


Tail. Melee Weapon Attack: +13 to hit, reach 15 ft., 
one target. Hit: 16 (2d8+7) bludgeoning damage. 





Frightful Presence. Each creature of Dromoka's choice 
that is within 120 feet of Dromoka and aware of her 
must succeed on a DC 20 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Dromoka's 
Frightful Presence for the next 24 hours. 


Radiant Breath (Recharge 5-6). Dromoka exhales a 
beam of searing light in a 80-foot long, 10-foot-wide 
line. Each creature in that area must make a DC 22 
Dexterity saving throw, taking 70 (20d6) radiant 
damage on a failed save, or half as much damage on 
a successful one. 


Legendary Actions 


Dromoka, the Eternal can take 3 legendary actions, 
choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Dromoka regains 
spent legendary actions at the start of her turn. 


Bolster (Costs 2 Actions). Dromoka increases the 
armor class of one other creature within 10 feet of 
her by 5 until the start of Dromoka's next turn. 


Detect. Dromoka makes a Wisdom (Perception) 
check. 


Tail Attack. Dromoka makes a tail attack. 


eee SSS 








DRAGONLORD DROMOKA 


Gargantuan elder dragon (titan), lawful evil 


Armor Class 26 (natural armor) 
Hit Points 574 (28d20 + 280) 
Speed 40 ft., fly 60 ft. 





STR DEX CON INT WIS’ CHA 
30 (+10) 10 (+0) 30 (+10) 16 (+3) 22 (+6) 23 (+6) 


Saving Throws Dex +8, Con +18, Wis +14, Cha +14 

Skills Insight +22, Perception +22 

Damage Resistances radiant 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 32 

Languages Common, Draconic 

Challenge 25 (75,000 XP) 

———————————————— 

Antimagic Scales. Dromoka has advantage on saving 

throws against spells and other magical effects. If a 

creature attempts to cast a spell within 30 feet of 

Dromoka, Dromoka can force the caster to make a 

DC 22 saving throw using their spellcasting ability 

modifier. On a failed save, the spell fails and has no 

effect. 


Legendary Resistance (3/Day). If Dromoka fails a 
saving throw, she can choose to succeed instead. 


Actions 


Multiattack. Dromoka can use her frightful presence. 


She then makes one attack with her bite, and two 
with her claws. 
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Bite. Melee Weapon Attack: +18 to hit, reach 10 ft., 
one target. Hit: 21 (2d10+10) piercing damage plus 
14 (4d6) radiant damage. 


Claw. Melee Weapon Attack: +18 to hit, reach 10 ft., 
one target. Hit: 17 (2d6+10) slashing damage. 


Tail. Melee Weapon Attack: +18 to hit, reach 20 ft., 
one target. Hit: 19 (2d8+10) bludgeoning damage. 


Frightful Presence. Each creature of Dromoka's choice 
that is within 120 feet of Dromoka and aware of her 
must succeed on a DC 22 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Dromoka's 
Frightful Presence for the next 24 hours. 


Radiant Breath (Recharge 5-6). Dromoka exhales a 
beam of searing light in a 80-foot long, 10-foot-wide 
line. Each creature in that area must make a DC 23 
Dexterity saving throw, taking 91 (26d6) radiant 
damage on a failed save, or half as much damage on 
a successful one. 


Legendary Actions 


Dragonlord Dromoka can take 3 legendary actions, 
choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Dromoka regains 
spent legendary actions at the start of her turn. 


Detect. Dromoka makes a Wisdom (Perception) 
check. 


Scale Blessing (Costs 2 Actions). Each ally of Dromoka 
within 30 feet of her increases its Armor Class by 5 
until the start of Dromoka's next turn. 


Tail Attack. Dromoka makes a tail attack. 


id 
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DRACONIC BROOD: OJUTAI 


jutai's clan is a philosophical and religious 
organisation as much as it is a warrior clan 
of dragons and humanoids. The humanoids 
of the clan are not ruled by fear, instead 
choosing to follow the dragons and to seek 
their wisdom, revering them as great and 
ancient teachers, with none as respected as 
Ojutai himself. While few like dragons speak of it, human 
followers of Ojutai believe that achieving enlightenment in 
life will mean reincarnation as a dragon following their 
death. Of course, this belief is one fabricated by Ojutai to 
inspire devotion among his followers. 


OJUTAI BROOD DRAGON 

Dragons of Ojutai's brood have a more delicate and bird- 
like physique than most dragons, allowing them to 
elegantly coast through the air currents surrounding their 
mountaintop monastery homes. Ojutai brood dragons are 
perfectly adapted for mountain life, resistant to the cold 
temperatures and skilled at climbing the icy slopes. 

They often take direct roles interacting with humanoids, 
guiding their studies and joining them in meditation, taking 
on a statuesque stillness rare among dragons. Only when 
they are threatened do Ojutai's brood break into the 
ferocity dragons are rightly feared for, exhaling gusts of 
freezing air that chill their foes to the bone. 


OJUTAI, SOUL OF WINTER 

Pragmatic and cunning, Ojutai led his brood at the time of 
the Khanfall, leading carefully planned attacks against his 
enemies in the humanoid Jeskai clan. When the humanoid 
clan fell, Ojutai took leadership with carefully planned 
ruthlessness, executing the clan's leader and all ghostfire 
warriors, the Jeskia's expert dragon slayers. 

Ojutai leads his brood carefully. He knows well their 
weaknesses and how to counteract them, avoiding tactical 
blunders that would doom lesser minds. Most notable for 
his enemies, Ojutai is surrounded by an aura of cold magic, 
empowering the frost breath of his brood to freeze their 
victims in place. 


DRAGONLORD OJUTAI 

Over the centuries since the Khanfall, Ojutai has become 
even more skilled in masking his cruelty through pragmatic 
treatment of humanoids, improving his control over magic 
and projecting an image of calm wisdom. To the 
humanoids in his clan, Ojutai is the great teacher, the 
oldest being on Tarkir with a total knowledge of every 
historical event. This belief was carefully constructed by 
Ojutai, who destroyed the vast records of histories 
belonging to the Jeskai clan, then replaced them with his 
own re-written histories. Some ancient records do remain, 
and if they were to come to light, such a threat to Ojutai's 
leadership could not be ignored... 
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OJUTAI BROOD DRAGON Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., . 

Huge dragon, lawful neutral one target. Hit: 15 (2d8+6) bludgeoning damage. } . 
Frightful Presence. Each creature of the dragon's 

Armor Class 19 (natural armor) choice that is within 120 feet of the dragon and 

Hit Points 195 (17d12 + 85) aware of it must succeed on aDC 16 Wisdom saving 

Speed 40 ft., climb 40 ft, fly 80 ft. throw or become frightened for 1 minute. A creature 





can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 


STR DEX CON INT WIS CHA creature's saving throw is successful or the effect 


14 (+2) 22 (+6) 21 (+5) 16 (+3) 19 (44) 13 (+1) ends for it, the creature is immune to the dragon's 
Frightful Presence for the next 24 hours. 
Saving Throws Con +10, WIS +8, CHA +6 Cold Breath (Recharge 5-6). The dragon exhales an icy 
Skills Perception +10, Stealth +11 blast in a 60-foot cone. Each creature in that line 
Damage Resistances cold must make a DC 18 Dexterity saving throw, taking 
Senses blindsight 60 ft., darkvision 120 ft., passive 54 (12d8) cold damage on a failed save, or half as 
Perception 24 much damage on a successful one. 


Languages Common, Draconic 


Challenge 14 (11,500 XP) Legendary Actions 


ee as The dragon can take 3 legendary actions, choosing 


Legendary Resistance (3/Day). If the dragon fails a from the options below. Only one legendary action 
saving throw, it can choose to succeed instead. can be used at a time and only at the end of another 

: creature's turn. The dragon regains spent legendary 
Actions actions at the start of her turn. 


Multiattack. The dragon can use its Frightful 
Presence. It then makes three attacks: one with its 
bite and two with its claws. 


Detect. The dragon makes a Wisdom (Perception) 
check. 


Tail Attack. The dragon makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its 
wings. Each creature within 10 feet of the dragon 
must succeed on a DC 20 Dexterity saving throw or 


Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., 
one target. Hit: 17 (2d10 + 6) piercing damage plus 
5 (1d10) radiant damage. 


Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., take 13 (2d6 + 6) bludgeoning damage and be 
one target. Hit: 13 (2d6 + 6) slashing damage. knocked prone. The dragon can then fly up to half its 
flying speed. 
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OJUTAI, SOUL OF WINTER 


Huge dragon, lawful neutral 





Armor Class 19 (natural armor) 
Hit Points 270 (20d12 + 140) 
Speed 40 ft., climb 40 ft, fly 80 ft. 





STR DEX CON INT WIS CHA 
23 (+6) 27 (+8) 22 (+6) 17 (+3) 25 (+7) 15 (+2) 


Saving Throws Con +12, Wis +13, Cha +8 

Skills History +15, Investigation +15, Insight +19, 
Perception +19, 

Damage Immunities cold 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 29 

Languages Common, Draconic 

Challenge 20 (25000 XP) 

EE 

Dragons' Frost. Whenever a creature within 100 feet 

of Ojutai suffers cold damage, that creature suffers 

an additional 7 (2d6) cold damage for each dragon 

within 100 feet of it, and must make a DC 20 

Strength saving throw. On a failed save, the creature 

is restrained for one round. 


Flyby. Ojutai doesn’t provoke an opportunity attack 
when he flies out of an enemy’s reach. 

Legendary Resistance (3/Day). If Ojutai fails a saving 
throw, he can choose to succeed instead. 


Actions 


Multiattack. Ojutai can use his Frightful Presence. He 


then makes three attacks: one with his bite, and two 
with his claws. 






Bite. Melee Weapon Attack: +12 to hit, reach 5 ft., 
one target. Hit: 17 (2d10+6) piercing damage plus 
14 (4d6) cold damage. 


Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., 
one target. Hit: 15 (2d6+8) slashing damage. 


Tail. Melee Weapon Attack: +14 to hit, reach 15 ft., 
one target. Hit: 17 (2d8+8) bludgeoning damage. 


Frightful Presence. Each creature of Ojutai's choice 
that is within 120 feet of Ojutai and aware of him 
must succeed on a DC 20 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Ojutai's 
Frightful Presence for the next 24 hours. 


Cold Breath (Recharge 5-6). Ojutai exhales an icy blast 
in a 60-foot cone. Each creature in that area must 
make a DC 22 Dexterity saving throw, taking 63 
(18d6) cold damage on a failed save, or half as much 
damage on a successful one. 


Legendary Actions 


Ojutai, Soul of Winter can take 3 legendary actions, 
choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Ojutai regains 
spent legendary actions at the start of his turn. 


Detect. Ojutai makes a Wisdom (Perception) check. 


Evade (Costs 2 Actions). Ojutai moves up to his flying 
speed. 


Tail Attack. Ojutai makes a tail attack. 
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DRAGONLORD OJUTAI 


Gargantuan elder dragon (titan), lawful neutral 


Armor Class 20 (natural armor) 
Hit Points 437 (25d20 + 175) 
Speed 40 ft., climb 40 ft., fly 80 ft. 





STR DEX CON INT WIS CHA 
24 (+7) 28 (+9) 25 (+7) 22 (+6) 30 (+10) 17 (+3) 


Saving Throws Con +15, Wis +18, Cha +11 

Skills History +22, Investigation +22, Insight +26, 
Perception +26 

Damage Immunities cold 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 27 

Languages Common, Draconic 

Challenge 25 (75000 XP) 

ee ————— 

Ice Walk. Ojutai can move across and climb icy 

surfaces without needing to make an ability check. 

Additionally, difficult terrain composed of ice or 

snow doesn't cost him extra movement. 


Innate Spellcasting. Dragonlord Ojutai's spellcasting 
ability is Intelligence (spell save DC 24). Ojutai can 
innately cast the following spells, requiring no 
material components: 


e 5/day each: Counterspell 
e 2/day each: Ice storm 


Legendary Resistance (3/Day). If Ojutai fails a saving 
throw, he can choose to succeed instead. 


Actions 


Multiattack, Ojutai can use his Frightful Presence. He 


then makes three attacks: one with his bite, and two 
with his claws. 
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Bite. Melee Weapon Attack: +17 to hit, reach 10 ft., 
one target. Hit: 18 (2d10+7) piercing damage plus 

14 (4d6) cold damage. 

Claw. Melee Weapon Attack: +17 to hit, reach 10 ft., 
one target. Hit: 14 (2d6+7) slashing damage. 


Tail. Melee Weapon Attack: +17 to hit, reach 15 ft., 
one target. Hit: 16 (2d8+7) bludgeoning damage. 


Frightful Presence. Each creature of Ojutai's choice 
that is within 120 feet of Ojutai and aware of him 
must succeed on a DC 22 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Ojutai's 
Frightful Presence for the next 24 hours. 


Cold Breath (Recharge 5-6). Ojutai exhales an icy blast 
in a 60-foot cone. Each creature in that area must 
make a DC 23 Dexterity saving throw, taking 98 
(28d6) cold damage and being restrained until the 
start of Ojutai's next turn on a failed save, or half as 
much damage on a successful one. 


Legendary Actions 


Dragonlord Ojutai can take 3 legendary actions, 
choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Ojutai regains 
spent legendary actions at the start of its turn. 


Aura Of Winter. (Costs 2 Actions). All creatures within 
20 feet of Ojutai must succeed on aDC 21 Strength 

saving throw, or become restrained until the start of 

Ojutai's next turn. 


Detect. Ojutai makes a Wisdom (Perception) check. 
Tail Attack. Ojutai makes a tail attack. 








DRACONIC BROOD: SILUMGAR 


hen the humanoids of the Sultai clan fell to 
the brood of Silumgar, the dragons looked 
upon their new subjects with smug 
satisfaction. With an opulent empire falling 
under their control, the brood took their 
victory as an opportunity to relax, and 
remained in that state for centuries. As the 
dragons lounge, opulent buildings are overgrown and 
crumble around them, and their humanoid subjects suffer 
and die. Not to let themselves go unserved, the brood 
simply raise the dead of their subjects to continue 
defending their borders and bringing them meals. No 
brood better exemplifies the greed and cruelty dragons are 
capable of. 


SILUMGAR BROOD DRAGON 

The dragons of silumgar's brood have snake-like heads, 
and crocodilian bodies, adapted for their jungle homes. 
They are often surrounded with clouds of poisonous gas 
that they exhale to kill their prey, perfect for their shared 
lazy disposition. 

Some dragons of Silumgar's brood are capable of 
necromancy. These dragons can cast animate dead up to 5 
times per day. Charisma is their spellcasting ability for this 
spell 


SILUMGAR, THE DRIFTING DEATH 

A toxic personality at the centre of a cloud of likewise toxic 
air, Silumgar took great joy in the downfall of the Sultai 
clan of humanoids. Cleverly, Silumgar watched their young 
and inexperienced leader, a boy named Tasigur, offend and 
divide the Sultai, shattering the clan's strength. Silumgar 
offered Tasigur an alliance, if Tasigur would betray the 
other humanoid clans. Tasigur's agreement led to his use in 
facilitating the fateful meeting of the leaders of each 
humanoid clan where they were ambushed by the dragons, 
which would be remembered as the Khanfall. After this 
great betrayal, Silumgar went back on his deal with Tasigur 
and slew him, cementing his rulership of the Sultai. 


DRAGONLORD SILUMGAR 

Slothful centuries of luxury have turned Silumgar into a 
bloated tyrant, rarely moving from the throne he lies upon, 
where struggling humanoids visit daily to add tributes to 
his vast hordes of wealth, many of whom are killed by 
Silumgar's toxic breath, much to his amusement. 

A testament to his proud ruthlessness, he is served by 
Sidisi, an undead naga that he murdered and reanimated, 
and even after centuries, the bejeweled rotting corpse of 
Tasigur still adorns his bulging neck. 








SILUMGAR BROOD DRAGON 
Huge dragon, lawful evil 


Armor Class 17 (natural armor) 
Hit Points 207 (18d12 + 90) 
Speed 40 ft., fly 60 ft., swim 40 ft. 





STR DEX CON INT WIS CHA 
23 (+6) 10 (+0) 21 (+5) 17 (43) 15 (42) 18 (+4) 
————SSSS 
Saving Throws Dex +5, Con +10, Wis +7, Cha +9 
Skills Deception +9, Insight +7, Perception +12, 
Persuasion +9, Stealth +5 
Damage Resistances poison 
Condition Immunities poisoned 
Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 22 
Languages Common, Draconic 
Challenge 15 (13,000 XP) 
SSS 
Legendary Resistance (3/Day). If the dragon fails a 
saving throw, it can choose to succeed instead. 


Actions 


Multiattack. The dragon can use its Frightful 
Presence. It then makes three attacks: one with its 
bite and two with its claws. 


Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., 
one target. Hit: 17 (2d10 + 6) piercing damage plus 
5 (1d10) radiant damage. 


Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., 
one target. Hit: 13 (2d6 + 6) slashing damage. 


Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., 
one target. Hit: 15 (2d8 + 6) bludgeoning damage. 





Frightful Presence. Each creature of the dragon's 
choice that is within 120 feet of the dragon and 
aware of it must succeed on a DC 16 Wisdom saving 
throw or become frightened for 1 minute. A creature 
can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to the dragon's 
Frightful Presence for the next 24 hours. 


Noxious Breath (Recharge 5-6). The dragon exhales 
poisonous gas in a 60-foot cone. Each creature in 
that area must make a DC 18 Constitution saving 
throw, taking 56 (16d6) poison damage on a failed 
save, or half as much damage on a successful one. 


Legendary Actions 


The dragon can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
can be used at a time and only at the end of another 
creature's turn. The dragon regains spent legendary 
actions at the start of her turn. 


Detect. The dragon makes a Wisdom (Perception) 
check. 


Fume (Costs 2 Actions). All creatures within 50 feet 
of the dragon must make a DC 18 Constitution 
saving throw, suffering 11 (3d6) poison damage on a 
failed save, or half as much on a successful one. 


Tail Attack. The dragon makes a tail attack. 
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SILUMGAR, THE DRIFTING 
DEATH 


Huge dragon, neutral evil 











L az as 
Armor Class 18 (natural armor) 
Hit Points 270 (20d12 + 140) 
Speed 40 ft., fly 60 ft., swim 40 ft. 
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STR DEX CON INT WIS’ CHA 
23 (+6) 10 (+0) 25 (+7) 16 (+3) 13 (+1) 26 (+8) 
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Saving Throws Dex +6, Con +13, Wis +7, Cha +15 

Skills Deception +14, Insight +13, Perception +13, 
Persuasion +14 

Damage Resistances poison 

Condition Immunities poisoned 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 23 

Languages Common, Draconic 

Challenge 20 (25000 XP) 














Dragons’ Virulence. When a creature starts its turn 
within 100 feet of Silumgar, it must make a DC 20 
Constitution saving throw, suffering 11 (3d6) poison 
damage for each dragon within 100 feet of it ona 
failed save, or half as much on a successful one. 


Legendary Resistance (3/Day). If Silumgar fails a saving 
throw, he can choose to succeed instead. 


Magic Resistance. Silumgar has advantage on saving 
throws against spells and other magical effects, and 
has resistance to damage dealt by spells. 


Actions 


Multiattack. Silumgar can use his Frightful Presence. 


He then makes three attacks: one with his bite, and 
two with his claws. 





Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., 
one target. Hit: 17 (2d10+6) piercing damage plus 
14 (4d6) poison damage. 


Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., 
one target. Hit: 13 (2d6+6) slashing damage. 


Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., 
one target. Hit: 15 (2d8+6) bludgeoning damage. 


Frightful Presence. Each creature of Silumgar's choice 
that is within 120 feet of Silumgar and aware of him 
must succeed on a DC 20 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Silumgar's 
Frightful Presence for the next 24 hours. 


Poison Breath (Recharge 5-6). Silumgar exhales 
poisonous gas in a 60-foot cone. Each creature in 
that area must make a DC 22 Constitution saving 
throw, taking 52 (15d6) poison damage on a failed 
save, or half as much damage on a successful one. 


Legendary Actions 


Silumgar, the Drifting Death can take 3 legendary 
actions, choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Silumgar regains 
spent legendary actions at the start of his turn. 


Detect. Silumgar makes a Wisdom (Perception) 
check. 


Fume (Costs 2 Actions). Silumgar activates his 
Virulent Aura ability, triggering saving throws for all 
other creatures within range, in the same manner as 
if they had just started their turns there. 


Tail Attack. Silumgar makes a tail attack. 


DRAGONLORD SILUMGAR 


Gargantuan elder dragon (titan), lawful evil 


Armor Class 19 (natural armor) 
Hit Points 444 (24d20 + 192) 
Speed 30 ft., fly 40 ft., swim 40 ft. 





STR DEX CON INT WIS CHA 
26 (+8) 7 (-2) 26 (+8) 17 (+3) 15 (+2) 30 (+10) 


Saving Throws Dex +6, Con +16, Wis +10, Cha +18 

Skills Deception +18, Insight +18, Perception +18, 
Persuasion +18 

Damage Resistances poison 

Condition Immunities poisoned 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 28 

Languages Common, Draconic 

Challenge 25 (75000 XP) 
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Legendary Resistance (3/Day). \f Silumgar fails a saving 

throw, he can choose to succeed instead. 


Actions 


Multiattack. Silumgar can use his Frightening 
Presence. He then makes three attacks: one with his 
bite, and two with his claws. 


Bite. Melee Weapon Attack: +16 to hit, reach 10 ft., 
one target. Hit: 19 (2d10+8) piercing damage plus 
28 (8d6) poison damage. 


Claw. Melee Weapon Attack: +16 to hit, reach 5 ft., 
one target. Hit: 22 (4d6+8) slashing damage plus 14 
(4d6) poison damage. 


Tail. Melee Weapon Attack: +16 to hit, reach 15 ft., 
one target. Hit: 17 (2d8+8) bludgeoning damage. 


Poison Breath (Recharge 5-6). Silumgar exhales 
poisonous gas in a 60-foot cone. Each creature in 
that area must make a DC 23 Constitution saving 
throw, taking 98 (28d6) poison damage on a failed 
save, or half as much damage on a successful one. 





Frightful Presence. Each creature of Silumgar's choice 
that is within 120 feet of Silumgar and aware of him 
must succeed on a DC 22 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Silumgar's 
Frightful Presence for the next 24 hours. 


What's Yours Is Mine (Recharge 6). Silumgar targets 
one creature he can see within 30 feet. If the target 
can see the Silumgar, the target must succeed on a 
DC 22 Wisdom saving throw against this magic or be 
charmed by Silumgar. The charmed target regards 
the Silumgar as a its master to be heeded and 
protected. While the creature is charmed, Silumgar 
can issue it commands while he is conscious (no 
action required), which the creature must obey. 


Each time Silumgar or his companions do anything 
harmful to the target, it can repeat the saving throw, 
ending the effect on itself on a success. Otherwise, 
the effect lasts 24 hours or until Silumgar is 
destroyed, is on a different plane of existence than 
the target, or takes a bonus action to end the effect. 


Legendary Actions 


Dragonlord Silumgar can take 3 legendary actions, 
choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Silumgar regains 
spent legendary actions at the start of his turn. 


Detect. Silumgar makes a Wisdom (Perception) 
check. 


Fume (Costs 2 Actions). All creatures within 100 feet 
of Silumgar must make a DC 22 Constitution saving 
throw, suffering 21 (6d6) poison damage on a failed 
save, or half as much on a successful one. 


Tail Attack. Silumgar makes a tail attack. 
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hile all dragons on Tarkir are born from 
furious storms known as dragon tempests, 
few have such a demonstrable link to them 
as the brood of Kolaghan. Flying with a 
speed like the lightning that surrounds 
them, on four feathery wings, the brood of 
Kolaghan live for the hunt, tearing across 
the storm-wracked skies of Tarkir's barren steppe, where 
they did battle with the humanoid Mardu clan until the 
Khanfall, after which the humanoid raiders, already living 
embodying the speed of the dragons, joined forces with 
Kolaghan's brood. The Kolaghan clan now forms great 
raiding parties of humanoids on horseback beneath 
dragons, coursine across the plains where the thunder of 
horses’ hooves is matched by the thunder in the sky. 


KOLAGHAN BROOD DRAGON 

Dragons of Kolaghan's brood are sleek and agile, with 
bodies decorated with spines and feathers. Four wings 
carry them at a faster pace than the dragons of any other 
brood, making their rushing attacks something that few 
other dragons can respond to before the kolaghan brood 
dragon has already flown out of reach. Their breath 
weapons unleash a wave of crackling lightning, something 
that wreathes their body as their flight generates static 
electricity. Even being in the proximity of one of these 
dragons as it is taking off is enough to deliver a powerful 
electric shock. 


DRACONIC BROOD: KOLAGHAN 





KOLAGHAN, THE STORM'S FURY 

The largest, and more importantly the fastest of her brood, 
Kolaghan is constantly wreathed in lightning, ever the heart 
of a raging storm. Lightning arcs between her, other 
dragons, and anything they touch. Even standing in her 
presence leaves ones hair standing on end, and their 
reactions dulled by constant electric shocks. 

At the time of the Khanfall, Kolaghan's takeover of the 
Mardu clan was hardly the cruel tyranny of any other clan. 
Kolaghan's brood subsumed the mardu, who threw aside 
their former culture, becoming one as the Kolaghan clan, 
joining the dragons in a great never-ending raid over vast 
open plains, where the spoils of victory mean nothing 
compared to the race towards it. 


DRAGONLORD KOLAGHAN 

Centuries older, Kolaghan's control of lightning has grown 
more powerful. As her brood are drawn to battle far more 
than any other dragons on Tarkir, she has grown in power 
as the leader of a people that bear the title of "warrior clan" 
with more truth than any others on Tarkir. 

The storm that surrounds the dragonlord does so with 
far greater fury than those she first commanded, leaping 
violently from her to every creature, and every piece of 
metal nearby her. When one does battle with a dragon, 
armour and weapons are obvious necessities, but against 
the lightning-wreathed dragonlord, metal armour and 
weapons can spell a painful, convulsing death. 








KOLAGHAN BROOD 
DRAGON 


Huge dragon, chaotic evil 





Armor Class 19 (natural armor) 
Hit Points 189 (18d12 + 72) 
Speed 40 ft., fly 90 ft. 





STR DEX CON INT WIS CHA 
21 (45) 25 (+7) 19 (+4) 14 (42) 17 (43) 14 42) 


Saving Throws Dex +12, Con +9, Wis +8, Cha +7 

Skills Perception +13 

Damage Immunities lightning 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 23 

Languages Common, Draconic 

Challenge 15 (13,000 XP) 

—————————— 

Flyby. The dragon doesn’t provoke an opportunity 

attack when he flies out of an enemy’s reach. 


Legendary Resistance (3/Day). If the dragon fails a 
saving throw, it can choose to succeed instead. 


Actions 


Multiattack. The dragon can use its Frightful 
Presence. It then makes three attacks: one with its 
bite and two with its claws. 


Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., 
one target. Hit: 18 (2d10 + 7) piercing damage plus 
5 (1d10) radiant damage. 


Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., 
one target. Hit: 14 (2d6 + 7) slashing damage. 
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Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., 
one target. Hit: 14 (2d8 + 7) bludgeoning damage. 


Frightful Presence. Each creature of the dragon's 
choice that is within 120 feet of the dragon and 
aware of it must succeed on a DC 16 Wisdom saving 
throw or become frightened for 1 minute. A creature 
can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to the dragon's 
Frightful Presence for the next 24 hours. 


Lightning Breath (Recharge 5-6). The dragon exhales 
lightning in a 60-foot cone. Each creature in that area 
must make a DC 18 Dexterity saving throw, taking 
56 (16d6) lightning damage on a failed save, or half 
as much damage on a successful one. 


Legendary Actions 


The dragon can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
can be used at a time and only at the end of another 
creature's turn. The dragon regains spent legendary 
actions at the start of her turn. 


Detect. The dragon makes a Wisdom (Perception) 
check. 


Tail Attack. The dragon makes a tail attack. 


On Wings of Lightning (Costs 2 Actions). The dragon 
beats its four wings, building up crackling electricity. 
Each creature within 10 feet of the dragon must 
succeed on a DC 19 Dexterity saving throw or take 
13 (2d6 + 6) bludgeoning damage and 11 (3d6) 
lightning damage and be knocked prone. The dragon 
can then fly up to half its flying speed. 











| KOLAGHAN, THE STORM'S 
FURY 


Huge dragon, chaotic evil 





Armor Class 20 (natural armor) 
Hit Points 253 (22d12 + 110) 
Speed 40 ft., climb 40 ft, fly 120 ft. 





STR DEX CON INT’ WIS CHA 
23 (+6) 29 (+9) 21 (+5) 15 (+2) 23 (+6) 15 (+2) 


Saving Throws Dex +17, Con +13, Wis +12, Cha +8 

Skills Perception +18 

Damage Immunities lightning 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 28 

Languages Common, Draconic 

Challenge 20 (25000 XP) 

ne 

Dragons' Lightning. Whenever a dragon within 100 

feet of Kolaghan (including Kolaghan herself) makes 

an attack, that attack deals an additional 7 (2d6) 

lightning damage for each dragon within 100 feet of 

Kolaghan. 


Legendary Resistance (3/Day). If Kolaghan fails a 
saving throw, she can choose to succeed instead. 
Lightning-Wreathed. Creatures cannot take reactions 
against Kolaghan. 


Actions 


Multiattack. Kolaghan can use her Frightful Presence. 


She then makes three attacks: one with her bite, and 
two with her claws. 


Bite. Melee Weapon Attack: +15 to hit, reach 5 ft., 
one target. Hit: 20 (2d10+9) piercing damage plus 
11 (3d6) lightning damage. 


Claw. Melee Weapon Attack: +15 to hit, reach 10 ft., 
one target. Hit: 16 (2d6+9) slashing damage. 


Tail. Melee Weapon Attack: +15 to hit, reach 15 ft., 
one target. Hit: 18 (2d8+9) bludgeoning damage. 


Frightful Presence. Each creature of Kolaghan's choice 
that is within 120 feet of Kolaghan and aware of her 
must succeed on a DC 20 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Kolaghan's 
Frightful Presence for the next 24 hours. 


Lightning Breath (Recharge 5-6). Kolaghan exhales 
lightning in a 60-foot cone. Each creature in that area 
must make a DC 22 Dexterity saving throw, taking 
63 (18d6) lightning damage on a failed save, or half 
as much damage on a successful one. 


Legendary Actions 


Kolaghan, the Storm's Fury can take 3 legendary 
actions, choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Kolaghan regains 
spent legendary actions at the start of her turn. 


Crackling Flight (Costs 2 Actions). Kolaghan moves her 
full movement speed. Any creature within 20 feet of 
her as she makes this legendary action must succeed 
ona DC 22 Constitution saving throw, taking 14 
(4d6) lightning damage on a failed save, or half as 
much on a success. 


Detect. Kolaghan makes a Wisdom (Perception) 
check. 


Tail Attack. Kolaghan makes a tail attack. 
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DRAGONLORD KOLAGHAN 


Gargantuan elder dragon (titan), chaotic evil 


Armor Class 23 (natural armor) 
Hit Points 434 (28d20 + 140) 
Speed 40 ft., climb 40 ft., fly 130 ft. 





STR DEX CON INT WIS’ CHA 
24 (+7) 30 (+10) 23 (+6) 16 (+3) 24 (+7) 16 (+3) 


Saving Throws Dex +18, Con +14, Wis +7, Cha+11 

Skills Perception +23 

Damage Immunities lightning 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 33 

Languages Common, Draconic 

Challenge 25 (75000 XP) 
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Conduction. When a creature within 30 feet of 

Kolaghan takes lightning damage other than from 

Kolaghan's lightning breath, other creatures within 5 

feet of the creature that suffered lightning damage 

must make a DC 20 Dexterity saving throw, taking 

lightning damage equal to that suffered by the first 

creature on a failed save, or half as much damage on 

a successful one. 


Legendary Resistance (3/Day). If Kolaghan fails a 
saving throw, she can choose to succeed instead. 


Storm-Wreathed. Creatures that start their turn within 
30 feet of Kolaghan suffer 7 (2d6) lightning damage 
if they are carrying a metal weapon, wearing metal 
armor, or carrying any other metal objects larger than 
coins. Creatures cannot take reactions against 
Kolaghan, and creatures within 30 feet of Kolaghan 
cannot take reactions at all. 


Actions 


Multiattack. Kolaghan can use her Frightful Presence. 


She then makes three attacks: one with her bite, and 
two with her claws. 
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Bite. Melee Weapon Attack: +18 to hit, reach 5 ft., 
one target. Hit: 22 (2d10+11) piercing damage plus 
14 (4d6) lightning damage. 


Claw. Melee Weapon Attack: +18 to hit, reach 10 ft., 
one target. Hit: 18 (2d6+11) slashing damage. 


Tail. Melee Weapon Attack: +18 to hit, reach 15 ft., 
one target. Hit: 20 (2d8+11) bludgeoning damage. 


Frightful Presence. Each creature of Kolaghan's choice 
that is within 120 feet of Kolaghan and aware of her 
must succeed on a DC 23 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Kolaghan's 
Frightful Presence for the next 24 hours. 


Lightning Breath (Recharge 5-6). Kolaghan exhales 
lightning in a 60-foot cone. Each creature in that area 
must make a DC 23 Dexterity saving throw, taking 
98 (28d6) lightning damage on a failed save, or half 
as much damage on a successful one. 


Legendary Actions 


Dragonlord Kolaghan can take 3 legendary actions, 
choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Kolaghan regains 
spent legendary actions at the start of her turn. 


Detect. Kolaghan makes a Wisdom (Perception) 
check. 


Storm Call (Costs 2 Actions). Kolaghan calls bolts of 
lightning down onto 1d6 creatures within 30 feet of 
her. Each of those creatures must make a DC 23 
Dexterity saving throw, suffering 27 (5d10) lightning 
damage on a failed save or half as much ona 
SUCCESS. 


Tail Attack. Kolaghan makes a tail attack. 


DRACONIC BROOD: ATARKA 


SY © Atarka and her brood, to live is to hunt and 
to gorge. These dragons, including the 
dragonlord outclass all other dragons of 
Tarkir in size, strength and ferocity. They do 
not concern themselves with matters of 
humanoids or other dragons, for in the 
grander scheme of what matters, Atarka's 
brood are predators, and all others are prey. The humanoid 
Temur clan once roamed the mountains and pine forests of 
Tarkir living in as a warrior clan in a sustainable harmony 
with the natural world. Now, under Atarka's hungering 
leadership, the ecosystem of Tarkir buckles and breaks 
more and more as her brood and their humanoid subjects 
hunt to feed the dragons. 


ATARKA BROOD DRAGON 

Atarka's brood have appearances resembling many of the 
beasts they hunt. Great racks of antlers, horns, and tusks 
adorn an Atarka brood dragon's head, and thick shaggy fur 
covers the majority of its body, providing necessary warmth 
in the mountainous tundra and taiga. Tarkir's only fire- 
breathers, great swathes of wilderness left blackened and 
burning in the trail of the Atarka brood's hunts. 


ATARKA, WORLD RENDER 

Even at the time of the Khanfall, Atarka herself was a living 
image of what is meant by an apex predator. Other dragons 
of her brood that saw her would be inspired to new heights 
of frenzied predation as she gorged herself on anything 
unlucky enough to fall prey to her. 

At the time of the Khanfall her brood allowed the former 
Khan, named Yasova Dragonclaw to continue living, but 
had a dreadful toll on the former Temur as a whole, 
devouring their spiritual leaders en-masse, and dominating 
the humanoids with a specific constant threat: the dragons 
will eat humanoids as regular tribute. 


DRAGONLORD ATARKA 

After centuries, Atarka has grown to a colossal size, to 
become the single most dangerous predator on Tarkir. She 
is fed constant meals hunted for her by humanoid subjects, 
more often than not consuming the tributaries too. Her fire 
breath alone is the greatest weapon at her disposal, far 
more reliably destructive than the breath weapons of any 
other dragon. Charred prey is torn apart by Atarka's frenzy 
of antlers, claws, and a maw that would devour all of Tarkir 
if it could. 
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ATARKA BROOD DRAGON 


Huge dragon, chaotic neutral 





Armor Class 19 (natural armor) 
Hit Points 256 (19d12 + 133) 
Speed 40 ft., climb 40 ft, fly 80 ft. 





STR DEX CON INT WIS CHA 
27 (+8) 10 (+0) 25 (+7) 12 (+1) 13 (41) 19 (+4) 


Saving Throws Dex +6, Con +13, Wis +7, Cha +10 

Skills Perception +13 

Damage Immunities fire 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 23 

Languages Common, Draconic 

Challenge 17 (18,000 XP) 
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Legendary Resistance (3/Day). If the dragon fails a 

saving throw, it can choose to succeed instead. 


Actions 


Multiattack. The dragon makes four attacks: one with 


its antlers, one with its bite, and two with its claws. 


Antlers. Melee Weapon Attack: +15 to hit, reach 5 ft., 
one target. Hit: 27 (4d8+9) piercing damage and the 
target must succeed on a DC 18 Strength saving 
throw or be knocked prone. 


Bite. Melee Weapon Attack: +14 to hit, reach 10 ft., 
one target. Hit: 19 (2d10 + 8) piercing damage plus 
7 (2d6) fire damage. 

Claw. Melee Weapon Attack: +14 to hit, reach 5 ft., 
one target. Hit: 15 (2d6 + 8) slashing damage. 





Tail. Melee Weapon Attack: +14 to hit, reach 15 ft., 
one target. Hit: 17 (2d8 + 8) bludgeoning damage. 


Frightful Presence. Each creature of the dragon's 
choice that is within 120 feet of the dragon and 
aware of it must succeed on aDC 19 Wisdom saving 
throw or become frightened for 1 minute. A creature 
can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to the dragon's 
Frightful Presence for the next 24 hours. 





Fire Breath (Recharge 5-6). The dragon exhales fire in 
a 60-foot cone. Each creature in that area must make 
a DC 21 Dexterity saving throw, taking 63 (18d6) 
fire damage on a failed save, or half as much damage 
on a successful one. 


Legendary Actions 


The dragon can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
can be used at a time and only at the end of another 
creature's turn. The dragon regains spent legendary 
actions at the start of her turn. 


Detect. Dromoka makes a Wisdom (Perception) 
check. 


Tail Attack. Dromoka makes a tail attack. 


Wing Attack (Costs 2 Actions). The dragon beats its 
wings. Each creature within 10 feet of the dragon 
must succeed on a DC 22 Dexterity saving throw or 
take 15 (2d6 + 8) bludgeoning damage and be 
knocked prone. The dragon can then fly up to half its 
flying speed. 
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ATARKA, WORLD RENDER 
Huge dragon, chaotic neutral 


Armor Class 19 (natural armor) 
Hit Points 348 (24d12 + 192) 
Speed 40 ft., climb 40 ft, fly 80 ft. 


STR DEX CON INT WIS’ CHA 
28 (+9) 10 (+0) 27 (+8) 16 (+3) 13 (+1) 21 (45) 


Saving Throws Dex +6, Con +14, Wis +7, Cha +11 

Skills Perception +13 

Damage Immunities fire 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 15 

Languages Common, Draconic 

Challenge 20 (25000 XP) 





Dragons' Feast. All dragons within 100 feet of Atarka 
may make one additional bite attack as a part of their 
multiattack action. Actions 


Legendary Resistance (3/Day). |f Dromoka fails a 
saving throw, she can choose to succeed instead. 


Actions 


Multiattack. Atarka can use her Fire Breath. She then 


makes four attacks: one with her antlers, one with 
her bite, and two with her claws. 


Antlers. Melee Weapon Attack: +15 to hit, reach 5 ft., 
one target. Hit: 27 (4d8+9) piercing damage and the 
target must succeed on a DC 20 Strength saving 
throw or be knocked prone. 


Bite. Melee Weapon Attack: +15 to hit, reach 10 ft., 
one target. Hit: 20 (2d10+9) piercing damage plus 
11 (3d6) fire damage. 


Claw. Melee Weapon Attack: +15 to hit, reach 5 ft., 
one target. Hit: 16 (2d6+9) slashing damage. 


Tail. Melee Weapon Attack: +15 to hit, reach 15 ft., 
one target. Hit: 18 (2d8+9) bludgeoning damage. 






Frightful Presence. Each creature of Atarka's choice 
that is within 120 feet of Atarka and aware of her 
must succeed on a DC 20 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Atarka's 
Frightful Presence for the next 24 hours. 


Fire Breath (Recharge 5-6). Atarka exhales fire in a 60- 
foot cone. Each creature in that area must make a DC 
22 Dexterity saving throw, taking 63 (18d6) fire 
damage on a failed save, or half as much damage on 
a successful one. 


Legendary Actions 


Atarka, world render can take 3 legendary actions, 
choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Atarka regains 
spent legendary actions at the start of her turn. 


Detect Atarka makes a Wisdom (Perception) check. 


Gorge (Costs 3 Actions). Atarka makes two bite 
attacks. 


Tail Attack. Atarka makes a tail attack. 
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DRAGONLORD ATARKA 


Gargantuan elder dragon (titan), chaotic neutral 


Armor Class 23 (natural armor) 
Hit Points 585 (30d20 + 270) 
Speed 40 ft., climb 40 ft, fly 80 ft. 





STR DEX CON INT WIS CHA 
30 (+10) 10 (+0) 29 (+9) 18 (+4) 15 (+2) 23 (+6) 


Saving Throws Dex +8, Con +17, Wis +10, Cha +14 

Skills Perception +18 

Damage Immunities fire 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 28 

Languages Common, Draconic 

Challenge 26 (90000 XP) 
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Legendary Resistance (3/Day). \f Atarka fails a saving 

throw, she can choose to succeed instead. 


Rain of Fire. When rolling for the to see if her Fire 
Breath action recharges, Atarka may reattempt a 
failed roll once during each of her turns. 


Actions 


Multiattack. Atarka can use her Fire Breath. She then 


makes five attacks: one with her antlers, two with her 
bite, and two with her claws. 


Antlers. Melee Weapon Attack: +18 to hit, reach 5 ft., 
one target. Hit: 28 (4d8+10) piercing damage and 
the target must succeed on a DC 24 Strength saving 
throw or be knocked prone. 
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Bite. Melee Weapon Attack: +18 to hit, reach 10 ft., 
one target. Hit: 21 (2d10+10) piercing damage plus 
18 (5d6) fire damage. 


Claw. Melee Weapon Attack: +18 to hit, reach 5 ft., 
one target. Hit: 17 (2d6+10) slashing damage. 


Tail. Melee Weapon Attack: +18 to hit, reach 15 ft., 
one target. Hit: 19 (2d8+10) bludgeoning damage. 





Frightful Presence. Each creature of Atarka's choice 
that is within 120 feet of Atarka and aware of her 
must succeed on a DC 22 Wisdom saving throw or 
become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a 
creature's saving throw is successful or the effect 
ends for it, the creature is immune to Atarka's 
Frightful Presence for the next 24 hours. 


Fire Breath (Recharge 5-6). Atarka exhales fire in a 60- 
foot cone. Each creature in that area must make a DC 
25 Dexterity saving throw, taking 98 (28d6) fire 
damage on a failed save, or half as much damage on 
a successful one. 


Legendary Actions 


Dragonlord Atarka can take 3 legendary actions, 
choosing from the options below. Only one 
legendary action can be used at a time and only at 
the end of another creature's turn. Atarka regains 
spent legendary actions at the start of her turn. 


Detect. Atarka makes a Wisdom (Perception) check. 


Gorge (Costs 3 Actions). Atarka makes two bite 
attacks. 


Tail Attack. Atarka makes a tail attack. 
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